A battle rages in the 
North Sea as two rival 
companies drill for th 
last remaining oil 
deposits. Each 
company employs a 
fully armed force and 
each is determined to 
put the other out of 
action — one way or 
another ... 

Designed for 1 or 2 
players 


KEYBOARD ONLY 
PROGRAM BY KEN SMITH 


SITERTRONTIT 


In the stormy icy wastes of the North Sea two rival companies drill for the last 

remaining deposits of oll. Each company has 4 oil rigs working day and night, but 

‘each is determined to try to put the other out of action. In order to do this each company employs an equally 
matched force of 4 ships, 2 submarines, a plane and a helicopter and the object Is to destroy the opponents 
force or oll rigs - whichever you get the opportunity to do first. 

The game is designed for two players or one against the computer. 

‘There are two phases In each game, the Input phase and the Action phase: 


INPUT PHASE © In this phase the players place all their commands for thelr force. 
ACTION PHASE © The commands made during the Input phase are carried out. 


INSTRUCTIONS + All instructions are made with a single key press (one command only). The sequence of 
commands are as follows:- 

Course directions (stop, reverse, right, left, dip, dive, up) 
Ships Rockets ShipsGuns Ships Depth Charges 


Subs Torpedoes Planes rocket 


CONTROLS 

RorL e Changes the course either right or left. e.g. a ship moving north would move north east after 'R'. 

$ © The piece will stop but will remain on the same course. To start moving again you must choose either R, L 
8. 


orB. 

Planes can only stop on Islands. 

B © Apiece will move In the opposite direction to which it Is facing. However, its true course will still be shown 
on the compass. To move forward a new direction R or L must be chosen. 

6.9. A ship moving north would move south after ‘B' but its true course la still north. If ‘R' Is pressed on the 
next turn for this ship the ship will then travel on a north east course. This is important to remember with 
submarines as a submarine facing north but going backwards would stili fire its torpedoes north. 

Aircraft and helicopters cannot go backwards. 


U © Will bring a dived sub back to the surface. 

D © Will dive a sub. it will no longer be visible on the screen until ‘U' Is pressed. 

D (Helicopter) + This will dip the helicopters sonar. The helicopter must be stopped to use this. (hovering) 
Fe Fires the planes rocket and subs torpedoes in the direction that they are facing. 

Keys 1-8 © Fires ships rockets, guns and depth charges In the directions shown below. 


The destruction chart indicates weapons carried and what they will destroy. Collision with an oil rig will 
destroy both piece and oll rig. Your own weapons will destroy your own forces if fired at them. if you collide 
with your own oll rig it will destroy that piece. You may still alter course after a weapon is engaged as the 
weapon will continue on the course selected. 

Pockets and shells may travel over land. 

All weapons are engaged before ships etc. move, however If a piece moves Into a weapon it will be 
destroyed. 


GUNS ICON 4 © Guns are fired using keys 1-8. The shells travel four squares and take one turn. 

ROCKETS SHIPS ICON 5 © Rockets are fired using keys 1-8. The rockets travel ten squares two lots of five 

and take two turns. The lights on icon 5 will show red and the alarm will sound (Icon 9) if Itis still engaged. 
PLANE ICON 5 © Rocket is tired by pressing ‘F’. The rocket travels the same as above but only In 

the direction that the plane Is tacing. 

‘TORPEDOES ICON 7 + These are fired by pressing ‘F'. The torpedo travels in the direction that the sub Is. 

facing and takes one tum. It hes a range of four squares. 

DEPTH CHARGES ICON 6 © These are fired using keys 1-8. The duration Is three moves. A single charge Is 

dropped each move. The alarm will sound If still engaged. Depth charges are not visible. Example shows 

charges dropped NE (2) 

A = first charge first tum. B = second charge second tum. C = third charge third turn. 


Note:- It ship is moving north It would move into squares 1, 2 and 3 on each move. 


‘SONAR © This is carried by the helicopter. The helicopter must be stopped to use It. On pressing 'D' and area 
around the helicopter is searched. If an enemy sub Is in this area then the alarm will sound and the sub will be 
made visible for a few seconds on the main screen. 


PHASE ONE INPUTTING COMMANDS © At the start of the game you are asked If you wish to play the 
computer. If you say yes then the computer will play red. The bottom of the screen will display the icons and the 
computer will commence placing Its commands. You will notice that it will dive both of Its subs. When the 


are commanding the 
moving. icon 3 will show i the piece ls moving 
‘entered then icon 10 will move above icon 5 and icon 1 will show ship 1. You are now commanding the rockets 
for ship 1. This process will continue until all commands are made. 


RETURN e it you do not wish to make a new command on a particular piece then you press RETURN. This will 
move you on to the next piece. I! playing blue pressing RETURN on your final command will start phase 2. 

P « Pressing ‘P' will pass play onto the bive player H you are red. H you are playing blue it will start phase 2. it 
Is often the case that you only wish to make a few changes to courses or none at all. By using this command 
you need not continue pressing return. 

OK ICON 8 © As each command is accepted icon 8 will flash OK. 


PLANES ROCKET © Rocket cannot fire H piane Is landed. 


PHASE 2 © When blues final command is made or if he has pressed ‘P then this phase starts. The icons will be 
replaced by a small graphic display. icons 1 and 9 will remain. If a target is hit the alarm will sound and icon 1 
will indicate which piece has been hit. A graphic account will follow. When all the commands have been obeyed 
phase one starts again and the computer will assess the situation and piace in its new instructions. 


MAIN SCREEN © The main screen will show all movements of shells, rockets etc. All weapons will be visible 
asthey move towards their targets with the exception of depth charges. Only rockets can remain on screen as 
they take two turns. If two opposing forces are 80 close you will not see the weapon strike its target. 


LOADING INSTRUCTIONS 
Type LOAD press return. 
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